







S u m m a r y
Play	 is	 a	 human	 activity	which	 requires	 the	 creation	of	 a	 convention,	 obeying	 the	
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This	 instruction	manual	 is	 credited	 to	Mozart,	 there	 is	 however	 no	 clear	 evidence	 of	
authorship.	The	confirmation	for	this	could	be	the	manuscript	described	by	köchl	with	the	
number	 516f,	 which	 consists	 of	 two-bar,	 permutation-arranged	 sections.	 Musikalisches	
Würfelspiel,	 a	musical	dice	game,	was	popular	 in	eighteenth-century	music.	The	first	 ex-













tion	 [1,	p.	9].	A	wide	 range	of	games,	which	are	divided	by	 the	author	depending	on	 the	

































real,	multi-element	 systems	present	 in	architecture	 is	 a	much	younger	field,	derived	 from	
kolmogorov’s	works,	conducted	in	the	nineteen	thirties.
Formalization	of	the	rules	of	composition,	without	which	the	dice	throw	would	be	point-










that	 differentiate	 solutions	 of	 complex	 algorithms	 (e.g.	 during	 the	mutation	 in	 generative	
processes).
A	 truly	 intriguing	 prospect	 for	 the	 game of architecture	 was	 opened	 by	 John	 von	
neumann’s	works.	in	1928	he	established	a	minimax	algorithm,	which	was	looking	for	an	
optimal	 strategy	 for	minimizing	 losses	 in	a	game	with	a	pool	of	 zero,	with	perfect	 infor-
mation.	Further	considerations	led	to	the	broadening	of	the	analysis	with	situations	involv-






























































information	 architecture	 can	 equip	 each	 of	 these	 actions	 in	measures	which	 significantly	
increase	the	efficiency.	Form-shaping	activities	are	gaining	support	through	parametric	geo-













realizations,	 such	as	 the	guggenheim	Museum	in	Bilbao,	 the	Beijing	national	Aquatics	
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